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INSTALLING THE GAME 


Before play ng Shattered Union it must be installed onto your camputen To install 
the gare just insert the first gane disc into your computer's CD/DVD- ROM If you 
have auto- play enabled then a window will qoen and you can sadet INSTALL fram 
that menu to begin installation Chherwse navigate to the satup.ee file on the 
disc and run that eec_table to start installation Snplyfdlowthe on-sareen 
instructions through the install process to canplete installation. Once the gane 
is installed correcdy en your machine you can start the gane through the start 
menu, desktop icon, or by inserting the gane disc into your CY DAD ROM drive. 


PLAYING THE GAME 


NEW 


Fromthis menu qoi an you can begin a new gane You can chose fromthree 
gane typss: Carrpaign, Skirrrish, and Multi-Player Each of these gane tyoss will 
be discussed in detail fdlowng this section. 


LOAD 
NEW 


By hossing the load qtia you can Ilcada LOAD 

previously saved single player gane HIGH BCORES 

Campaign garres will load into the 

campaign screen ar the tactical batte 

depending en when they were saved. Once 

you have sdected a gane type you'll beable 

to chocse the gane you wart fromthe 

amet list of ganes toload. Rerrentoer 

that campaign garres are always Saved under canpaign, even when they are 
saved frama tactical battle 


SKIRMISH 


Skinmish noc allows you to jump head first 
into the action of the gane Wth the | ea [TUA 
skirrrish option you choose to playa tactical fcm B 
batti e a a nap of yar chossing with MIS ME 
Qotians that you can set to you liking. You 

are able to change all of the fdlowing 

settings in the slármrish serup saen- 

Faction, Starting Money Spedal Powers, 

Attacker/Defende, Qopanent, Map, and 

Attack Direction. AI of these settings can be changed by dicking can the arrow 
and dher gotion buttons on the screen. To toggle who is attacking and 
defending, simply dick on ether the sword ar the shidd icon betwesn the 
qppanert nanes and the setting will flip 








MANAGE UNITS 


Fromhere you can choose whether you 

would like to buy new units, sell cr repair 

dd units, ar deploy yar faces into 

batte The deploy mode of this screen is 

ady available in the canpaign nude cf 

the garre In anyskinmish all available mE - à 
Units are automatically selected to be HEIL 
deployed. The screen is dM ded into 3 d Ga C : 
main areas, the unit sdecta; unit detail  Biccummm oie 
window and farce pod. In ader to 

Change the function of the manage units screen betwesn buying, sdilino/repaining, 
and deploying just dick on the icons preset tothe left of the togge switch. 


BUYING UNITS 


This is the default rede df the manage units screen. To buy a unit, 
dick en the unt pictures en the upper left menu to rctate it to differen 
units. The unit categories are desaibed in nore detail in the gane 
reference setioa Units are divided irto the fdlowing categories: 


To the nigftt of the unit sdectaor you wil see details about the amet active unit in 
the sdectar This infarmration gives you the detailed unit statistics. The statistics 
with bars fromtop to battomare 


Collateral Danrage 


A ul 
ws 








The dher icons in ade fram left to right are 


To buy the selected unit, just dick the Buy button in the right pand window After a 
successful purchase you will see the new unit appear bd ow in your farce pod. 


SELLING/REPAIRING UNITS 
When in this mode you have the qoton of ether sdling ar repairing a 
Jc unit that is cumendyin your farce pod. To repair cr sel any unit, singly 
select it by didang on the unit wth your mouse and then press either 
the Sdl ar Repair buttons located in the right info pand. If you 
acd dertally purchase a unit you can always rerum to this menu and sell back the 
unit at full cost as lang as you do nc leave the manage units screen after buying it. 
Keep in mind that the repair cost is determined by how darraged a unit curertlyis, 
SO units wil be cheaper to repair if they take light damage 


DEPLOYING UNITS Oyin armiga mæ 


To sdect units to dgdoy into a tactical battle use your nosetodidx< 
= and sdect any unit fromyour farce pod. This will lod< the selected unit 

into the attack face To rerrove a unit fromthe attack farce did< them 

again. If you send no farcss into a batte you wil autaraticelly lase the 
batte Remember, faces that you allocate to the attack force will næ be available to 
you far any defensive battles you fight in dhe teritaiies en the sane campaign 
tum. Managing your forces betwesn offense and deferse is a key daret to any 
winning strategy. 


ALL MODES 


Once you are dane purchasing, repairing, selling, or sdecting units for deployment 
you can chocee to retum to the campaign screen if you were nct preparing for a 
battle or sdect to either auto deploy ar manually deploy your units. Clid«ang the 
AUTO button wil autoratically deploy your units in a position the gare feds is best, 
Where did«ng the MANUAL button will lee you place all OF your units arto the tactical 
map honever you se fit. 


TACTICAL BATTLES 


Tactical battles are fought to s&t e any and all disputes bamean warring factions 
Over taritaies. When in tactical battle mode you are in direct cat cf your faces 
cn the fidd of battle Tactical battles are carried at in days. Each side will ge œe 
tum to give acess to units in its force and once bar sides have gone a new 

day will start. Tactical battles have a 14 Day linit, and at the end cf the 14th 








Cay if the attacker has not captured enough dojective pants to win the map he DEPLOYMENT PHASE 
autaraticallylases. Aplayer can alSowin a nap by diminating all cf his owe ' 
At the beginning of ery tadical battle you 


Qoponert's units. 
wil have to deploy your units. The area you 


OBJECTIVE WINDOW can deploy your units inis highlighted in 


Info Mode 7 i summa Ty yellow and you will seea arsa witha | 
- GREAT PLAINS FEDERATION - transparert image of a unit in the middle The E 


Æ the start of anytactical batte you will see ae ——— idem unit there represerts what unit will be placed 


YOU WEED TO TAKE JES OBJECTIVE POINTS 


the djadive info window This window can necem srama on the fidd of battle when you dick therewith © 


E n fi BILLINGS (25) CREAT PLAINS FEDERATION 
also be called up at any tine in the tactical CREAT FALLS (50) PACIFICA 
HELENA (50) PACIFICA 


Dee eS ee) " — AU. = you see fit. To change the unit on your garre cursar, press the [ ar ] hates. If for any 


button and ten the Info button on that mi ie "m | | = reason you don't like the way a unit wes positioned, just rove the cursar back over it 
screen. This window will give you specific ch eee |  anddid«anittopid«up the unit. . If you sdected aircraft to deploy into battle you 
c&tails an what you must do in arder to win B ooe will nct dadloy these units individually, but instead have an ainpart unit that you can 
the camlict. In thetop left you will see the dedloy that acts as a hme base far all your aircraft. Once you are done placing all 
number of dojjective paints you currently have, along wth the number that the - n your units dick the ENDTURN button to begin the battle 

attacker must capture in ader to wn. In the 


tcp right you will see the current nurrber of | TACTICAL INTERFACE 


DAYS REMAINING: I? 


days rerrairing in the tactical battle WI. iaat X E =| FCP, ACTION BAR AND FECHA. POAERS 
Map Mode r4 * At thetop of the sarean is the button pand 

that encampasses two icons and thar 
The map mode of the dgjective window lets | fee respective bar rreters. Cn the left of the screen you will see icons that represent your 
you qi dky survey the amet fied of battle T e rv ps CX m es Current select of special powers. The three buttons to the left and right of these bars 
eee | ea i 2171, > |  pafamverioss functions. Starting cn the left and moving right these buttons toggle 
irrpartart: piece of information, such as the Lt z^ E the dbjective overlay, access your aircraft menu, select your next unit, qoan the 


location and value of dojectives, and the s — cbjective map window, end your tum, and epen the gne menu. 
curet location of your units and Visible 


enerry units. By default this map is set to showall passible feettures as 
reoreserted bythe icons alang the night of the screen. Starting wth the tap icon 
and descending down, they mean the fdlow ng: 


your mouse To deploy nove this cursar arand the map and distribute your units as 


M EN © 


The left icon is the battle status bar and cortains a sword and shidd ican and 
reoreserts the anet status of all the djectives in the battle The attac«r is 
signified by the sword and a red bar, the defender has a shidd and a Blue bar. The 
arrourt c red reoreserts the number of d3e«ective parts the attacker cantrds, and 


? logge AI | | Toggle Cb H T H e amount. d bl ue the defender: If this bar ever tume corpldtdy red, it means the 


Ay) T | The defender must keep a dase ge en this bar and never Ie that happen! The ican 
-a Toggle Units Toggle Feature Buildings Toggle Airpats 
tothe right of the battle status bar is the cdlateral damage nee: This bar keeps 


track of the anut of damage to the world that has been caused over the course 
cf a battle The noe bridges, buildings, and landmarks that you blow up in the 
course of a conflict the nave this bar will fill with red The arreurt of destruction 
You can toggle displaying all of these gations on and df by didang on their icons. you cause in the campaign made of the garre will directly affect your pditical 
Usethis abilitytocustarrize the map displayin any way you see fit. reputation and detenmine bdh your alignment and spacial powers. In skinvish 
mode this bar can be ignored. 








When a unit is sdected you will see new information displayed in the 

battomrigh of the screen. This is the unit info pane and will poide 

you with quick reference to any unit's aurat ability scores and 

effects. AI cf the numbers here are usually arrber and this dendes 

ther namral value Whenever these numbers are higher than narrel 

they will be blue. When they are lower than nanal the numbers will be 
red. The area in the unit info pane to the right of these numbers wil Ie you know 
What might be affecting the statistics Of your units. VWWhenever a special power ar 
crate has increased or decreased your unit's stats, ar your unit is bang affected by 
terrain, you will see an icon here caresponding to what has been affected: 


a. 

"S 3 

Unit Sight Range EO Uit Attack Range e v, 
^-^ 

& y 

T 


These icons fdlowthe sane rues as the unit numbers, Due stands far a bonus, red for 
a penalty Spedal powers that affect your units will alsoleave behind a persistert: gow 
Qonng red if they penalize your unit and green if theyimprove it. Aunt can heve nore 
than cnegowmait at a tine and ane wth red and green gous nær thet it is under 
the dfect of bdh a positive and negative pone In ader to pull up a ddailed unit 
window to further eaminea unit s statistics ar vew things such as epaian after 
sdecting a unt dick an the? that appears in the top rigt area q this pare 


UNIT HEALTH BAR/ARINGINOCARKR 
he a The health bar starts green and changes cdas based on the unit's 
Fy i anet condition If the health bar is ever red, the unit is daeto 
ÉL death and in need of repairs. To repair a unit on thefidd cf batte 
you have to use a special power or resupply the unit. Resupplyng is covered later in 
this manuel. Just to the left of the health bar, is a square This square is a units 
firing indicator. If a unit has this net tothe health bar, it means that the unit has 


næ fired yet this tum, and can still be used to attack 


FOG OF WAR 


Most cof the tactical map will appear darkened to you. The darkened hees are hoes that 

naed your units can cumentdy see and are doecured bythe fog d war. Wile you can 

still seeterain and buildings under the fog, you and see enerry units, ckfersive 
structures, cr airfidds. Thefog cf war will also darken your unts' rroververt 

E overlays, letting you know when youre nning into un-sco red territory 


SELECTING UNITS 


Tosdet cene d yar units, simply rove your cursar Over it and dick wth the left 
mouse button. As the cursar nnes around and you sdect units, you will notice that 
it will change shape and cdar. 


Yellow: arnat sdectiom 

Gen indicates thet you can noe tothat hexar use a soia poner if ore is sdected 
Blue indicates andher friend y unit you can sdect if me is alreadysdected 

White: you aren't allowed any adios 

Rect means that you can attack that unit. 


In ader to desdect the curently saated unit dick anywhere on the map with the 
right reuse button. 


MOVEMENT 


The ydlow overlay that appears whenever you 

sdect a unit is your anet noe range This 

will always let you know where you can and 

cannct go. Every unit in the garre has a 

moverrent range that is rredified by three 

factars, fud, terrain type and the enerry zone 

cf contd. Aunt consunres ane part of fue : aA 

far every rroverrert. pant (MP) it spends. Ven a unit runs at of fud the fud 
number will blink tole you know that the unit must resupply befare it can rove 
again. Normally nouing ae hex will Gost one MP but the terrain type can increase ar 
decrease this number. The last factor in nwverrert is the enermy zone of contd. 
Encerry units will effect the rroverrert of units that try and pass by them but not 
around them This rreans forming a defensive wall is a sound tactic to halt an 
advance. Hdicgpters are unique, howascr, in that hdicooctess' noverrerts are oly 
blocked by and can only dock dher helicopters. It is inqportant to raremtber that 
units can noe after they attack as lang as they still have moverrert pants 
reraining. This tactic is caudal to any hit and run technique 


RESUPPLY 


Resupplyng is a wayfar a unit to recover bdh hit pants and fud in a tactical 
battle Units that run out of fud must resupply befare they can nwee again. 
Resupplyng is easy and autaratic, but can be stopped by your apponert. To 
resupply a unit, do nd: move or attack with that unit during your tum. If there is nat 
an enerry nex to your unit, then it will be resupplied at the end of your tum. 
Resupplyng in dties is much faster then in the fidd of batte Aunt resupdyngin 
a dty will regain nore hit parts and 100% df its fud. In the qoen less hit 

parts will be healed, and the unit will recover 50% cf its tdal fue anunt 
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ole Cia doit 


wo 





ATTACK 


As you g& dœ to nary units, you wil notice 

targeting retides appear over sare of thamto 

let you know that those units are now in your 

attack range You can also manually check your 

unit's attack range by pressing the TAB key 

when you have a unit selected If pressing TAB 

results in newwndows showing up cn the 

screen it rreans the unit is an engineer and 

you've opened their sub- menu. Far more details on engineers please see the mine 
section bdow Once you've rroved to a spa within range nove your cursar to the 
enerry unit and dicd« on thermonce the hextums red to initiate an attack The screen 
will fade and focus on the two units that are now dang contet. In a carbat 
sequence the attacker wil always fire first, fdlowed by the defender who gets to 
retaliate if able Units are limited to one attack per tum, which rrears that every 
attack after the first one against an enerry unit wil not result in anyreteliaticon. It’s 
impartart to nce that a unit must be able to attack to use up its retaliation, soif a 
unit with no air attack is barbed it wil still fireif it's attac«ed bya ground unit that 
tum. Torrake a unit attack a ground hex cr fire into the fog OF war you wil have to 
farce it to attack by bringing up the attack range overlay with TAB, sdecting the hex 
you wish to attack, and didang mit. Wile most units can see as far as they can 
shoct, artillery pieces in particular might have to shoct Blind. 


DAMAGE 


The anaout of darrage dealt in a cartbat is rdative based con the difference 
bebwesn the attack strength of one unit versus the defense stat of the ater. There is 
also a slight chance that a unit wil scare a aiticel hit, raising its attack strength to 
are much higher than its narral value Thereis also always a chance that a unit 
can scare a lucky hit en a target, dealing one paint of damage no natter how nuch 
higher the defense value is than the unit s weapan. 


AIRCRAFT 


; Aircraft use a spedal menu, and operate outside of the nnal 
L] reaimdf thetactical nap. To bring up the aircraft menu, did«on 
D) | theAr Srike button in the top button pand. To sdect a unit fram 
E this menu, just dick the pidures en the menu just like an the 
radial menu in the buy units screen. After any plane carries at its ades, it wil fly 
back toits airpart and refud. A plane may any be used once per tum, but as lang as 
they nake it back safely they will be ready for actian on the net tum If far any 
reason your airfidd is destroyed byenary faces, you wil Iceeall your aircraft in the 
batte Barbers and fightess have two different functions in the gane and 
Ó should be treatted different y 


BOMBERS 

Barbers are used to strike at unsuspecting eneny farces, preferably wth 

litde to no Ati-Araaft (AA) defense in the area. When you sdect a 

borrbxr, your cursor will change to the attack mode and you must sadet 
a hexa unit far the barber to attack. Any AA defense around the area of the target 
will get a Chance to shox at the barter befare it can ddiw its paficad. An AAunt 
attacked direcy though, will nct get to fire until after the babs are dropped. 
Enemy AA in the area that you can see will display red radar cones that show you 
What area they can curent y defend against. If you sdect a target within one cf 
these canes, they will light up bright red to alert you of the danger cf your currently 
targeted sdectim. 


AGHIERS 
Hghters are used to defend against enerry planes, and to attack dher air 
units such as fighters ar bdicgpers. The large hexradius is thefigoer's 
patrd zoe. This patrd zone designates the tctal area that this fighter will 
defend against when placed in the sdected hex Anyenery planes that 
ate this patrd zone will be sha in the same manner that AA can defend against 
aircraft. Afighter will patrd far the entire tum of your nary befare flu ng back to 
the airpart. In ade far a fighter to successfully se up a patrd zone the area must 
be totally dean cf all AA If the fighter happens to discover andhe fighter patrdling 
the sane area, it will atten to shoct down the enernyto gain contd of the air 
space In acer to directly attack andher enarry unit, just nove the cursor Over it. 
The patrd zone will go away and you will see a nnal attack cursar Over the 
sdected unit. 


Airfidds are a spedal unit that you can deploy on 
the map wherever you bring aircraft intoa batte 
You may sdect any location in your deployrrert 
zoe far the airfidd, but ance it is placed it is a 
Stationary unit and cannat noe again. The 
airfidd has nany hit parts, and can defend itself 
against aircraft wal, but lacks power against the 
ground If an airfidd is destroyed, then all cf the planes that the owner d the airfidd 
brought into the battle are also destroyed. 


SPECIAL POWERS 


Special powers can swing the tide in almost any dose battle and once 
strong, can allow your faces to achieve the impossible Your factian's 
aurat reputation will derermmrine what spedal powers you have available to 
you in any given battle In a skmish garrethis velue is set, and in the 
campaign this value is earned through your actions as described in e 





detail later. To access the spedal powers did« en any d the icons an the lett side 

cf the tactical battle screen If you re unsure q what a special power ces, hover Over 
it wth the nase arsa to see effects displayed at the bdrtoam df the screen. If the 
porer is lit, then it is readyfor use curent y If a power is dintred with a number Over 
it, then that pone isn't ready to use yet, but will be readyonce it has charged-up or 
coded down as described bdow Once you've found a power you would like to use 
dick œn it toconfinmmycur seecian This wil nake a cursar appear cn the battiefidd 
that represents the spacial powers area d effect. Whenever you find a legal target far 
the spedal power, the hees will tum fromwhite to green. Most special powers havea 
Charge-up and cod-down tine. The charge-up and cod-down tine is the number of 
tums you must wait before the spedal power becarres adive This tineis represented 
by the number that appears over the icans of the spedal powers. 


OBJECTIVES 


As rrentioned earlier, tactical battles are wm and 

lost based off of dojectives. Each map will have 

various djeti ves that vary by attack direction. 

You can always check an the location and status 

c map djjectives by didk ng en the show 

Cyjectives button in the top button pane This 

Overlay will highlight all the hoes of dojectives on 

the map so that they are easy to see Cbdjectives 

highlighted in blue badang to the defender, and thase highlighted in red badang tothe 
attacker. In ader far a Player to capture an djective he must be the aly fadin to 
have any units in all of the dgjective hess at the end cf the defendes tum. This 
nans the attacker must hdd df any d the defendes units that try to get inco the 
dgjective en his tum. Any djetive that has any defending units in it will be 
considered to be owned by the defender. Hiding an d3edive 

dos nat require that a unit beleft behind in he dgective ace it is captured. If 

no unts are in an djective howacr, it wil be vey easyfar an qoponert to rdl in 
and capture it. 


CRATES 


While paying through the gane you will naice 
large military crates that plumme fromthe sky to 
various places on the nap. These crates are 
Russian Ad, and usually contain a bonus far ane 
Cf your units or a newRassian unt, but nct 
always, as sare are traps set up by saboteurs. 


MINES /ENGINEERS 


Mines can be laid en any hexin the batt'efidd, and carre in a variety cf types. 
Engineer infantry tyoes are the only units that can lay ninss in the gane and can 
do so by accessing their sub-rmenu by pressing TAB. Engineers can only lay ene mine 
per tum, and dang so wll use up ther attack. In addition to bang abletolay nines, 
engineer units can also re vor mines framthe map by mo4A4ng over them Removing 
mings wil cost IVP far the enginesrs, but the mines will nd eglode ar cause any 
dhe ill effects. Bdowis a list cf mines that enginegrs can lay but sare special 
mings can only be dotai ned through the use of special powers. Sarre of these mare 
advanced mines cannct be disanred. 


= 


ch Standard Mine: These mines are inusidleto meryuntts, and nake the 
LS Ñ perfect trap. They are effective against all ground units ecept some d the 
heeMer anrored tanks. 


Dragons Teeth: These ninss can be seen bythe enerry player. Dragan's 
tear deal minor darrage to vehides and no darrage to infantry. They can 
stop a vehide dead in its tracks making them very effective roadblocks. 


Barbed Wire: Barbed wre functions in the sane way as dragon's testh, but 
instead of being effective against vwehides it will damage and slow down 
infantry units. Barbed wre is also visible to the nary player. 


ENDING YOUR TURN 

Once you have done all that you wish to, or 

can, accamplish wth your units you have to 

end your tum far the gane to poea To end Fea TEF TE 
your tum just dick the End Tum button in the 

top button pane 


RESIGNING / SAVING / + Ei 
GAME MENU 
EE f foa any rasa a tadial batte tuns at to behoodsss, you 
nat ; always have the qoton of resigning the conflict and lasing the 
SAVE batte While in skirmrrish node this means ndhing different 
LOAD — l 2 than Iæœing namrally in the carrpaign this is a very valid 
LIU orto) cf preserving your mts to fight enden cay Vien yon 
Mb choose to resign, all units still alive will retum to your unit pod 
far you to use net tum. If at anytine during a slámrish you 
would like to save your garre this can also be dane fromthis 
rrenu To access this menu dick the Hle Qxions buttm in the top button pane 


a az 


CANCEL 














CAMPAIGN 


The campaign mode of the gane pits you against the dhe sixfactians invdved in 
the war in the to struggle re unite the USA It plays at over the course df many 
tactical battles, and invadlwes an ertirdy new strategc deret. 


NEW CAMPAIGN Spee oem 


After sdecting this qoi an you must sdet a 
factim and difficulty Byhighlighting different 
faction territaries you will see a display d the 
faction's nane and flag, as well as its starting 
money and pditical reputation. Towarcs the 
battamdf the screen are agt feature icons. 
These features will Give benefits to your faction 


inthe fame etra incarme reduced costs, and better darmage ar damage reductian. 


For noe details, Ilok at the gane reference sation later in the manuel. 


LOAD CAMPAIGN mem e^ 
After choosing this option, theLosd Canpeign ff * 5 
screen will display When you have decided a A 
Which gane you would like to load, highlight “FEDERATION 
your chdice and dick the Load button to eget 


proceed with loading 


$2000 


CAMPAIGN MAP 


In the can paiqn nude the gare is played froamitwo naja screens, the Canpaign 
Map Screen and the previously discussed Tactical Battle Screen. 


The campaign map scresn provides you wth all the infammation you need to neake 
Strategic war Cedisions. The icons at the bdtamd this screen showthe amrat 
number of feature buildings you contd far each categaryin due When ateritayis 
sdected that dos næ bdag to your fadia, you 
Will ndi ce green bars that appear under the 
icons. The new bars represert whet feature 
buildings you would contrd in tctal if you KR uoo Hl 
conquered the currently selected territary It is ek c S M) [ yon 
irrpartart to nce that if you destroy any q these wai eos uwt STMENGrn 
feature buildings in batte you will Iasethar 

bonus. The green bars represert the tctal you 

could have if all feature buildings sunive the 


> 


hed 
À ACIFICA 


PULITICAL REPUTATION 


conflict The locatio of these feature buldings is nd the sane framcanpaign to x 
campaign, and ther number and location are randamadass all of theteritaies. 


To the right cf the map you will see a territary info pane that displays infamratian 
about the teritary your mouse is curent y over. Just bdowthis infatretio window 
you WII see the gation pand. Fromthis pang you can dick the buttons to erter the 
manage units screen, end your campaign tum, and = 

access the in-garre menu. The week ind cator E = = 
number is towards the battamngnht of the screen. This number is provided for 
reference because, unlike a tactical battle the campaign has no se tum limt. 


Cn the carrpaign map itsedf, the nane of each territory appears over it when your 
mouse is Over it. In addition tothis, it is inpatart to pay attention to the cda the 
teritayis oudined in. Red implies that this teritary does nat bdarg to you, is 
adjacert to a territary that you contd, and can be attacked. AYdlow border rreans 
a teritary you don't contd, but is outside of your anet attack range White neans 
that the location is currently under your faction's contd. 


TERRITORY DETAIL Wypacrrica 


This screen shows the details of any given 
territary inducing one you already oan. Cn the 


FULITICAL REFUTATION 


teritary This is the area df nost interest 

within the territary and where battles Over the 

taritay will be fought. Dsplayedonthis map ESS SES 

are the deployrrert zones, feeture buildings, —— 

and dher parts of interest such as landmarks. You still have access to the option 
pana that ests on the campaign map, but in addition to the natral buttons there 
will bea button with a sword that you can dick to attack the territary if possible 
(This button only appears when you can launch an attack into a teritary) 


ATTACKING 


By seleding a territary adjacert to ore of your own, you will have the gation to deploy 
your units into battle By attacking you wil eter intoa tactical batte More ckirails 
cen this can be faund in the tactical batt e sation. You can only attack ance per 
carrpaign tum, so choose where you attack with caution. It is also critical tonde 
that units you use to attack cannct be used to defend any cf your dhe teritaies 
against attack in the sane campaign tum. These units wil be locked into the 
territary that they had attacked on your tum. 





DEFENDING 


When ore of the dhe factions is taking its tum, you might care under attack and 
have to defend one of your territaries. You can see where your opponerts are 
attacking an the can paign map by the blinking territaries. If far any reason you don't 
wart to defend a territary you can always resign the battle by choosing none of your 
units to deploy Defending vaks just like attacking, in that any units used to defend 
a territary will be locked into that territary and can only defend that location until the 
Start cf your net tum. Although you can ady attack once en your tum, you night 
have to defend several tines against different qoponents. 


Defensive U nits 

Although you cannat move ar buy most units while defending, you can buy single-use 
units. These units are intended for defersive situations, and you can always buy 
themregardess of whase tum it night be Rementer that as single-use units they 
will adylast you far ane tum, nat one week, and any d themyou buy that you do nat 
use in a tadical battle will be lœt. While you may attack only ance each tum, you 
nay be faced to defend once for each dhe faction amey in the gane As 
factions are diminated, the number of times you can be attacked also decreases. 
You can only be attacked in your territaries that border with an opposing faction. 


CAMPAIGN PROGRESSION 

The campaign gare is played in canpaign weeks. Acarrpaign week is comprised of 
an individual tum for each of the seven garre factions. Cn your factian's individual 
tum you can choase to pafamiany o the fdlowng actions: 

e Make ae attack fromyour territary into an adjacent enerry territary 

e Buy new units to add to your forces. 

e Repair units that were previassly darraged. 

e Sdl units framyour arrat forces to gd nue money 

* End your tum This is necessary to progress the carrpaign vek 

In arder to cati nue the carrpaign you must end your tum once you have done 
everything. When it is no longe your tum you can only defend against an 

invading amy 





POLITICAL REPUTATION 


Pi eee ~Poitical reputaticn plays a large rde in the canpaiqn node cf 
nimimm the gare Toar thetop df the campaign map screen you 
will see a bar that progresses framred togen; this is your pditical reputation bar. 
At the beginning cf a canpaiqn everycne starts in the rricdle c the bar, and is 
considered to be neutral in the eyes of everyone ese As you progress through the 
campaign, your actians will influence the goinion of dhes and cause your location, 
as rrarked bythe Blue box to nave up a down œ this bar. The farther to the left an 
the bar, the nae œil and tyannicel your rrethods are considered. The farther to the 
right, the mere people see your actions as just and righteous. The ranking you hdd 
cen this bar effects what spedal powers you are able to usein a tadical map, and 
the number of partisans that will jan to fight either wth ar against you in a caorflict. 


AECI NG PANI CAL REPULNICON 


i — 1 Your actions in tactical battles will sway your political 
reputation the nost. The world keeps a dose eye oen the 
arrourt d destruction done in a battle mostly by you but also by your aoponreri. The 
cdlateral damage bar in the tactical batte screen is a good quick reference to how 
you are faring in the minds of dhes in the currernt battle The less red in the bar, the 
better people see you. The nore things that are damaged or destroyed and units that 
are killed, the nore red will appear and fill the bar, pushing your pditical repuratian 
tonarcs eul. Landmarks are cudal in this, and destroying a landmark can ruin even 
a good reputation, while making sure it doesn't care to hamncan on the flip side 
gread yirmproveit. The less darrage you do and noe battles you can wn without 
destroying mess number of units, the noe your pditical reoutation wil rise to good. 


SPECIAL PONERS 
At the beginning of a canpaiqn you will always start in the neutral 
position, and have access to only three special powers that are rdativdy 
weak. The farther you stray from neutral, the nore spedal powers you will 
oe, and the nure devestating or hd pful they will becarre The nast special 
Powers you can ever have at one tire is five Dil powers focus on nass 
destruction and increasing damage, where good powers try to minimize 
cdlateral damage and can heal or protect units. Each faction has a unique set of 
special powers, and @eperinrertatig is the quickest way to find at which you like 
most. Again, in skirrrish mode you can singly set your pditical reputation to 
Whaittever you desire in arder to receive the spedial powers that you like 








PARTISANS 

Faction amiss are nc the only cartbatarts that can appear on a tactical map in the 
campaign nude of the gne Each teritary has a chance to give partisan units to 
ether faction in a batt e depending on ther pditical reputation. The bette; or nore 
green, a factian's reputation the noe units they will raas vwe in the batte Any 
faction has a chance to oe partisans as well if their pditical reputaticn is higher 
than that of the faction curently hdding theteritary no natter howlowit might 
currently be The partisans are often willing to pick the lesser of two ails if the 
Chace cares down to that. Partisan units are nc very strong, but they can prove to 
be vary useful tods in corrtbat if used carectly These units are nd part of the 
skirmrish mode 


UNIT EXPERIENCE 


As your units fight battles throughout the campaign they gain epeience The 
nore battles a unit takes part in and Survives the nue epaiaence they receive, 
which will eventually cause themto gain a new rank. Each new rank provides 
additional hit paints to that unit. There are two exqperience ranks, eqerienced 
(two bars) and veteran (star). These ranks are displayed to the right 

cf the unit's health bar. 


PERSISTENT DAMAGE 


The destruction caused to dties and dher areas of the country in your march 
towards reuniting the US does nd: go away ance you leave a tactical map. Each 
location will remain just as darraged and wer tom as the last tine you left it, and 
perhaps even noe soif it becarre a hd spat far dhe carpeting factions. 


WINNING / LOSING THE CAMPAIGN 


The goal of the single player campaign is to unite the states again as a single nation 


by conquering all 24 taritaries. There is no week limit to the campaign, so you have 
as lang as you need to accorrplish this goal. The campaign will be over and your 
faction defeated should you ever lose all cf your territaries. 


SAVING /RESIGNING /GAME MENU 

VWhenever you would like to save your progress in a campaign, you can doso from 
ether the can paign map screen o a tactical battle Just press the SIART button to 
bring up the in-garre nenu and chose save framthe gotians there 


MULTIPLAYER 


HOFSEAF 

Setting up a multiplayer far hæ sæt rede fdlows the sect sane steps as setting 
up a singe-player skinmish gare. Just continue en through the skinmish setup as 
namral, and a tactical batte will begin ance things are conpide 


Internet Game (Using GameS py) 


SKIRMISHISETUP 
See “Read Me” file on CD far details 


LAN Game 


Use this qaim to play against cther people who are located on the sane LAN as your 
coarrputer. After you sdect LAN fromthe menu, you will be brought to a Idoby screen 
and asked to enter a nane After you have ertered a narre you will autarreticellyjan 
the Idoby Fromthe Idoby you can see a list of all the current. ganes and doocee ane 
framthis list tojan This list wll shovv you whois hosting the gne howrrany 
pecple are in it curently, the map being played, and ater infa Tothe right of thelist 
window you will see andhe list, but this ene will have all the nanes c the people 
cumentyin the Idoby with you. You can also refresh the list ar host your Onn nath 
Orc you jana gne ar host your own, you will be placed into the skimish setup 
screen much like the ene in the single player skirmrish mode except that it induces 
ready lights far each player Once bath players have togdied their ready lights, you will 
be placed into the manage units scresn, and finally into the tactical batte 





OPTIONS 


You can choase gations to get to the gane 
settings menu. Fromthe settings menu you can 
change the gane gotians to better fit your 
preferences. The qotians that you can choose 
fromare 

e Sound 

* Graphics 

e HexGid Lisplay 

* Carrera Stye 

° Fic 


La LRL 
21022] 

MOOCL OCTAL 

ORAR DISTANCE 

Int SENSIT 

TFYTSRE Dal TY 
PARTICLES 


Luglio 


If you have any questions or wonder what settings will rdate to in the gare, just lod« 
at the battomof the screen far hover hap that will daborate cn all of the various 
gane settings and what they can ar can't help you do to improve your gne play 


epaience 

The Extras categary consists of a group c 
useful and or interesting rraterials conceming 
the gane The garre's current radne can 


always be accessed through here as weil as the 
garre credits and wessites that rdateto the 


gane 
E xit 
Chosse this option framthe main menu to ext at cf the gane and rerum 
to your desktop. 


CREDITS ` 
WEBLINKS ^ 
README 

BACK 


FACTION DETAILS 


There are seven nain factions in the gane Bdowis sare infatretion about each of 
these factions, induding the teritaies they begin wth and their tum arcer place in 
the campaign mode of the gane 


NEW ENGLAND ALLIANCE 


The New England Alliance is made up fromparts of the 
fane states of NewYark, INS Jersey Pennsylvania, Chio, 
Maine Manat, Connecticut, Rhode Island, 
Massachusets and New Hampshire Members of the New 
England Alliance are diven and fed a strong sense cf 
purpcsee in this war. Though only comprised of three 
taritaies, the NEA has cene df the highest papulation densities in Arrerica. Before 
the secession, New Englanders felt that they were nd given a representative voice. 


Starting Territories: New York, Northen New England, Chio Valley 


Tum Oct: 1st 


THE CONFEDERACY 


Corrprised of a confederation of thefamrer states of 

Vrana, Nath Cardina, South Cardina, Geagia, 

Alabarra, Haidh, Louisiana, Mississippi, Tennessee and 

Kentucky, the Corfederacy sess the war as an attack an 

tradition and the acts of the cher factions as tressonaus. 

x wk * x Gaher factions see corfederates as backwearcs or 

stubban. In fact, the Carfederacy is quite progressive and dher than geography it 
has litte in commen with the confecderates of the first Gul war. 


Starting Territories: The Cardinas, The Curntberlands, Greater Haida, 
Mississippi Delta States 


Tom Qrckr: 2nd 


GREAT PLAINS FEDERATION 


The Geet Plains Federation is made up d all, or parts cf, 

thefamrer states of Michigan, Illinas, Indiana, Chio 

Mssari, VWsccrsein, Minnescta, loa, Kansas, Nebraska, 

South Dakota, and North Dakota. IMidwestemers are 

usually seen as utra conservative dirt fames wth a 

stubban streak a mle wide Marbers of the Federation 
are still generally nore tderated and tderart than any dhe faction, as they often 
are familiar wth ar were previous rrerbes of save cher faction. 





Starting Tenitories: Cantal Heartland, Dakotas, Crest Lakes Teritay, Great Plains | 


Tom Ocer: 3rd 


REPUBLIC OF TEXAS 


Q night argue that the Republic of Tees was just ane 
* * excuse anay frameisting since the farration of Tees 
* itself. The Reoublic is made up of parts of the fane 
States cf Tees, New Mexico, Ck ahorra, Arkansas and 
b db. i Missouri. Though regarded as beer swilling conboys, and 
gun tding rabble Teans are also known tolive by no- 
nonserse rules and take a dimwew df traitas and bureaucrats. Teans are 
ferodausly independert and live just one step away fromanarchy 


Starting Tenittories: New IVExco Teritay, Noth Tees, Ciiahavra Gasslands, 
Sathan Tees 


Tom Qrckr: 4th 


CALIFORNIA COMMONWEALTH 


i O The Califamia GCnnomealth is made up primarily of the 


fane states of Califomia, Naach, Arizona and Utah. 
Although the faction is wealthy in natural resources, mæt 
cf the population cates are a the Padific coast. 
Typically others see rrerrbers c the Califamia 
Conmramenith as shallow but wth an ge for cda: The 
realityis they are also creative and resourceful. Most nenrbers of the Califamia 
Comromenith see the war as a battle against resti cian and eppressian. 


Starting Territories: Aizena Teritay, The Geet Basin, Northen Califaria, 
Sathan Califamia 


Tom Qrcks: 5th 


PACIFICA 


Padfica is nade up of the fane states of V\ashington, 

Qa, Matana, Idaho, Vyanring and Cdarado. The 

Padfica faction cane into bang as a last resort when 

refugees fram San Francisco were forced framtheir haves 

by Califamian militia. The realization that there wes 

nowhere to tum faced the region to forma defensive 
pact. Cften dassified as tree hugging technophiles wth a weak grasp df reality the 
reality is that Padficans see the war as a fight against aggression. 


Starting Territories Arcadian Plains, Central Cascades, Northern Cascades, 
Southesastemn Arcadia 


Tom Ocer: Gh 


EUROPEAN UNION 


The European Union peacekesping farce currently resides 
in a single teritay nade up cf the fare states of 
IVBryand, Ddaware and parts of Mroinia, Vést Mrginia 
and NawJersey After qoen hostilities brd«e out, the war 
canrpounded the growing instability in the world due to 
the lass of such a large and prdific market The BU vied 
to re-establish the unian cof states to prevert the spreading chaos. Arrerican 
resentvrert has grown since the BU decided to epand its rdein the war. 


Starting Territories: Fasten Shenandoah 


Tom Ocer: 7th 


UNIT INFORMATION 


LEGEND 


GROUND UNITS 


INFANTRY 
A staple of niiden warfare, infantry continues to prove to be a highly 
versatile and affordable carbat unit. While slow cen the ground, infantry 
units can nake the nast out of any defensive cover, coampensati ng for 
their lack cf heavy amo: Engineer units have the unique ability to 
place and rerrove mines and dhe costadies to hinder the progression of enery 
units, making thema valuable asset in any defensive and nist Offensive 
maneuvers. Used correcddy infantry and prove to be a strong farce on the fidd of 
battle but tactics must be used to overcarre thar weak defense slow rroverrert, 
and short attack ranges. 














*LIGHT INFANTRY 

-Though an infantry unit type all light infantry units are single-use units, and are 
Cattegaoized in gane under the single-use category. They are listed here as they are 
an infantry unit and share all the attributes of dher infantry 





UGH ARMOR 
Wile ladking the haw amw of a main battle tank, light anrr can 
prove to be a vary effect. and affardable tod cn the fidd of battle Most 
light amr can still rranage to pack a punch, espedally against 
Infantry. Its higher moe rate can also make themversatile scouts that 
are able to withstand caring uncer fire They are nct as eqpersive as nany specialty 
units, gMng themrruae usability and versatility than dher vehides. 


Few military vehides areas weil known as main battle tanks. Cften 
showcasing the latest and greatest in ground military warfare these 
vehides are outfitted with the rest advanced amir and weapon 
systems. They are designed to bath devestate enerry vehides, and 
withstand strong attacks. These vehides are aften slow due to thar haw protection 
and anrerrerts. What they lack in speed, they nuwe then nake up far in firepower 
and defense on the fidd cf battle Bang advanced units, heavy amwr units also 
carry a prerriumprice tag, but when used wisdy are val woth the investrrert. 





Theadyarever m thegouundtoar supariarity arti-air units are cane cf 

the essertial unts tofidd in any batte Although theyusuallyhene liteto 

no attack power against dhe ground units, no dhe ground wehide can 

hope to provide the kind of defensive and cffensive fireooner in the air. 
They are weeklyanrored, favaing mability over damage pratectian, and should be paced 
in ckfereible pcsitiare. Each AAunit will pro4de a defensive coverage area against all 
aircraft equal toits attack range They can also be used effectivdy against hdiagctes, 
but cuetothar light amur such engegerrerts nea to be waghed with auio 


ARIILLERY: The dania d lang range eats, artilleryurits poide 
Vital suppat to frort line farces. Wile espedallyeffedive against infantry 
artillayycan poetobetraubdlesaretoadll but the nist heemlyanrared 
ground wehides as well. Theyheve shat sigt ranges, honever and will 
need dhe units to scat far themif theyare to qogeate at rreimumidffidency The lang 
range d artilla-ydoss nd cove free and these units cand attack anyunt in a hex 
adacert tothar own This, earned with light anna, means any good strategy will 
never put thana the frat line cf batte With average nwverrert ranges, these unts 
can also be effective at firing and thn mo4ng beck behind the cor d allied faces. 





Single-use units are usually stationary structures that are primanly 
used to defend dojectives. Light infantry are the ene eception tothis 
rue and they can be found in the infantry sedian The two rest useful 
aspects of single-use units is that they are the oly unit type that can 
be bought on defense and since they can any be used once are very heap given 
thar statistics. These units are c almst no value en dfense due to poor ar no 
rroverrert at all, buc can proe to be ecdlert additions to defense nana meas given 
the varied abilities of these units to provice strong ground, air, and distance suppart. 


M46 130mm 
HELDGUN(IM AO) 


SCOUI UNTS 

While most vehides in war focus en firepower or defensive abilities, 

scout units focus on providing farward reconnaissance with high 
iiy nohility and sight ranges. The traded far this nobility cares in the 

way c bath defense and firgoowe, however, and these units aten 
prove to be too fragile far rest carbet situations. Though amed enough to survive 
low caliber weapons, these units best defense is to use thar high nwoverrert range 
to try and reach defensible pœitios, or one behind the allied front line When it 
cares to epanding your sight range in order to spct far artillery ar special powers, 
however, scout units are well wath their low prices. 


Wile a recruited and wal trained amryis by far the best farce to have en a 
battlefidd, sare volunteer suppart framthe local popu ace can always be of use 
Partisan units are by no nans a powerhouse con the battlefidd, but they can provide 
useful services like scouting or defending captured dojectives. These units are 

very dase to scout units in statistics, but are even cheaper since they are o 





a resut cf reputation and nc purchased. Partisans will never becarre part Of your 
battle farce, and even if they survive the tactical battle disappear and are nat added 


Fighter units can poide broad area air defense for your faces, and 

Serve as very effective direct attack units against dher air units. 

Fighters fdlowthe spadal engagerrert rules as desaibed in the 

preudocus aircraft section. While fighters can attack heicopters without 
much concen, attacking dhe fighters is always a risky affair since they also have 
such strong air attack abilities. Given the high price and geneal fragility cf fighters, 
it would be wise to use themwth discretion. 


HBicopters carbine the hgh rreaility cf a scout unit with the firepower 
cf a nain battletank Hiccders can rove oer any kind cf terrain 
without penalty and dant have to wary abat any dhe ground 
Costedes such as nins. FHicgqoxers usually ecd in attacking ground 
targets and are very week to air units, although the Super Cabra loreaks this paradigm 
The amar en cst hdlicoctess is ligt regardless, and they need to stay dear c ground 
AAurits as val. Wih a high pricetag it would also be acMsableto provide these 


units wth deferse against fighters as well. Byeerdsing sare care hdicootess can 


prove to be ene d the nat versatile and effective units en the betdefidd. 


Sn VUE SUPER CCBRA VUE 
[Ec] 


Were fighters can nde the sky bombers can decimate any panat 
that exists on the ground. With massive attack strength against ground 
targets and an unlimited range barbers are the pinnade d air to 
ground corntbat. Barbes share the sarre fragile nature as fighters, as 
val as the high cost. This neans that just as much, if nc nore care should be 
taken when sending themout en rrissians. Although borrbers can attack hoes 
they canna see, this verture is an etrermmady risky one at best. By using your 





ground faces to dear at enerry AA you can expose his farce to your borrbers and 
use themto the umet effectiveness. 


GAME REFERENCE 
In this section you will find rranyin-garre icons and syrbds eqiained far quidk 
reference If by any chance you dort happen to see sarehing exqlained here, you 


Wil find much nore in depth coverage df sk mish and campaign canmponents in the 
main part of the mantel. 


Territory Feature Icons 
IGON DESCRIPTION GAME EFFECT 


This represents the presence d a 

$ bank within the territory +5% to Idal Incarre 
This represents the presence d an 

pu aircraft hanger in the territory. -5% to Arcraft Cost 
This represents the presence d a 

[3 military base in the teritary. -5% to Infantry Cost 
This represents the presence d an 

= autordive plant in the teritay. -5% to Land Vide Ccet 
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DESCRIPTION 


This reoreserts the presence d a 
research lab in the teritay 


This represents the presence of 
a sted mill in theteritary. 


This represents the presence of an 
al refinery in the teritary 


This represents the presence d a 
raintenance factary in the territory 


t Information Icons 


Vehide Attack Strength 


Infantry Attack Strength 


Air Attack Strength 


+5% to Damage Dealt 


-5% to Received Darrage 


+5% Idal Fue Per Unit 


-5% to Repair Cost 
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LIMITED SOFTWARE WARRANTY 
AND LICENSE AGREEMENT 


YOUR USE OF THS SOFTWARE IS SUB) ECT TOTHS LIMITED SOF TVARE V\ARRANTY AND LICENSE 
AGREEMENT (THE “AGREBEIVIENT’) AND THE TERMS SET FORTH BELOW THE “SOF TARE” INCLUDES 
ALL SOFTWARE INCLUDED WTH THS ACREEMENT, THE ACCOMPANYING MANUAL (S), PACKAGING 
AND OTHER WRITTEN, ELECTRONIC CR ON-LINE MATERIALS CR DOCUMENTATION, ANDANY ANDALL 
CCPIES CF SUCH SOTAR AND ITS MATERIALS. BY OPENING THE SCFTVARE, INSTALLING 
ANLYCR USING THE SOFTWARE AND ANY OTHER MATERIALS INCLUDED WITH THE SOF TVARE, YOU 
HEREBY ACCEPT THE TERMS CF THS LICENSE WTH [TAKE-TWO INTERACTIVE SOFTWARE, INC] 
(“LICENSCR’). 

LICENSE. Subject to this Agreement and its ters and conditions, LICENSOR hereby grants you 
the non-exdusive, non-transferable, lirrited right and license to use one copy of the Software for 
your personal use on a single console. The Softwere is being licensed to you and you hereby 
acknowledge that no title or ownership in the Software is being transferred or assigned and this 
Agreement should not be construed as a sale of any rights in the Software All rights not 
specifically granted under this Agreement are reserved by LICENSCR and, as applicable, its 
licensors. 


OWNERSHIP. LICENSCR retains all right, title and interest to this Software, induding, but not 
limited to, all copyrights, trademarks, trade secrets, trade narres, proprietary rights, patents, titles, 
computer codes, audiovisual effects, themss, characters, character names, stories, dialog, 
settings, artwork, sounds effects, musical works, and morel rights. The Software is protected by 
United States copyright law and applicable copyright laws and treaties throughout the world. The 
Software may not be copied, reproduced or distributed in any manner or medium, in whole or in 
part, without prior written. consent from LICENSOR Any persons copying, reproducing or 
distributing all or any portion of the Software in any manner or medium, will be willfully violating 


the copyright laws and may be subject to civil and criminal penalties. Be acMsed that Copyright 
Violations are subject to penalties of up to $100,000 per violation. The Software contains certain 
licensed materials and LICENSCR'S licensors may protect their rights in the event of any violation 
of this Agreement. 

LICENSE CONDITIONS 


You agree not to: 

(a) Corrrrercially exploit the Software; 

(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this Software, or any copies 
of this Software, without the express prior written consent of LICENSCR; 

(c) Make copies of the Software or any part thereof; 

(d) Except as otherwise specifically provided by the Software or this Agreement, use or install the 
Software (or perrrit others to do sare) on a network, for on-line use, or on more than one 
console at the sane tine; 

(e) Copy the Software onto a hard drive or other storage device and must run the Software from 
the included CD-ROM or DVD-ROM (although the Software may automatically copy a portion 
of itself onto your console during installation in order to run more efficiently); 

(f) use or copy the Software at a computer gaming center or any other location-based site; 
provided, that LICENSOR may offer you a separate site license agreement to neake the 
Software available for corrrrercial use;. 

(g) Reverse engineer, decompile, disassemble or otherwise modify the Software, in whole or in 
part 

(h) Remove or modify any proprietary notices or labels contained on or within the Software; and 

(i) transport, export or re-export (directly or indirectly) into any country forbidden to receive such 
Software by any U.S. export laws or accompanying regulations or otherwise Violate such laws 
or regulations, that may be amended fromtine to tine. 

LIMITED WARRANTY: LICENSOR warrants to you (if you are the initial and original purchaser of 


the Software) that the original storage medium holding the Software is free from defects in 
material and workmanship under nomal use and service for 90 days from the date of purchase. 
If for any reason you find a defect in the storage medium during the warranty period, LICENSOR 
agrees to replace, free of charge, any Softwere discovered to be defective within the warranty 
period as long as the Software is currently being manufactured by LICENSOR. If the Software is 
no longer available, LICENSCR retains the right to substitute a sirrilar program of equal or greater 
value. This warranty is limited to the storage medium containing the Software as originally 
provided by LICENSCR and is not applicable to nomal wear and tear This warranty shall not be 
applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any 
irnrplied warranties prescribed by statute are expressly limited to the 90-day period described 
above. 


Except as set forth above, this warranty is in lieu of all other warranties, whether oral or written, 
express or irrplied, including any other warranty of merchantability, fitness for a particular purpose 
or non-infringement, and no other representations or warranties of any kind shall be binding on 
LICENSCR. 


When retuming the Software subject to the limited warranty above, please send the original Software 
only to the LICENSOR address specified below and induce your name and raum address; a 
photocopy of your dated sales receipt; and a brief note describing the defect and the systemon which 
you are running the Software. 

IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE SOFTWARE, 
INCLUDING DAMAGES TO PROPERTY, LOSS OF GOCDALL, COMPUTER FAILURE OR MALFUNCTION 
AND, TO THE EXTENT PERMITTED BY LAW DAMAGES FCR PERSONAL IN URIES, EVEN IF 
LICENSOR HAS BEEN ADMSED CF THE POSSIBILITY OF SUCH DAMAGES. LICENSCR'S LIABILITY 
SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR USE CF THE SOFTWARE. SOME 
STATES/COUNTRIES DO NOT ALLOW LIMITATIONS CN HOW LONG AN IMPLIED WARRANTY LASTS 
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SOTHE 
ABOVE LIMITATIONS AND/OR EXCLUSION CR LIMITATION CF LIABILITY MAY NOT APPLY TO YOU. 
THS WARRANTY GVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS THAT 
VARY FROM J URISDICTION TO) URISDICTION. 


TERMINATION Tris Agreement will terrrinate automatically if you fail to comply with its terms and 
conditions. In such event, you must destroy all copies of the Software and all of its component 
parts. You can also end this Agreement by destroying the Software and all copies and 
reproductions of the Software and deleting and permanently purging the Software from any dient 
server or computer on which it has been installed. 


US. GOVERNMENT RESTRICTED RIGHS: The Software and documentation have been developed 
entirely at private expense and are provided as "Corrrrercial Corrputer Software" or “restricted 
computer software." Use, duplication or disclosure by the U.S. Government or a US. Goverment 
subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in 
Technical Date and Computer Software dauses in DFARS 252.227-7013 or as set forth in 
subparagraph (c)(1) and (2) of the Contrercial Computer Software Restricted Rights clauses at 
FAR 52.227- 19, as applicable. The Contractor/ Manufacturer is the LICENSOR at the location listed 
below. 


EQUITABLE REMEDIES: You hereby agree that if the terms of this Agreement are not specifically 
enforced, LIGENSOR will be inreparably darraged, and therefore you agree that LICENSCR shall be 
entitled, without bond, other security, proof of darnages, to appropriate equitable remedies with 
respect any of this Agreement, in addition to any other available remedies. 

INDEMNITY: You agree to inderrmify, defend and hold LICENSOR, its partners, licensors, affiliates, 
contractors, officers, directors, errployees and agents harrrdess from all damages, losses and 
expenses arising directly or indirectly from your acts and orrissions to act in using the Software 
pursuant to the terms of the Agreement 

MISCELLANEOUS: This Agreement represents the complete agreement conceming this license 
between the parties and supersedes all prior agreements and representations between them It 
may be amended only by a writing executed by both parties. If any provision of this Agreement is 
held to be unenforceable for any reason, such provision shall be reformed only to the extent 
necessary to neke it enforceable and the remaining provisions of this Agreement shall not be 
affected. This Agreement shall be construed under New York law as such law is applied to 








agreements between New York residents entered into and to be perfonmed within New York, 
except as governed by federal law and you consent to the exdusive jurisdiction of the sate and 
federal courts in New York, New York. 


IF YOU HAVE ANY QUESTIONS GONCERNING THS LICENSE, YOU MAY CONTACT IN WRITING TAKE TWO 
INTERACTIVE SCF TVARE, INC 622 BROADV\AY, NEVVYCRK, NY 10012. 


WARRANTY 


2K Garrss, a division of Take-Two Interactive Software, Inc., warrants to the purchaser only that 
the disc provided with this manual and the software program coded on it will perfonm in 
accordance with the description in this manual when used with the specified equipment, for a 
period of 90 days from the date of purchase. 


If this program is found to be defective within 90 days of purchase, it will be replaced. Sirrply 
retum the disc to 2K Carres or its authorized dealer along with a dated proof of purchase. 
Replacement of the disc, free of charge to the original purchaser (except for the cost to retum the 
disc) is the full extent of our liability. 


THS WARRANTY IS IN LIEU CF ALL OTHER V\WARRANTIES, WETHER ORAL OR WRITTEN, 
EXPRESSED CR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE ARE LIMITED IN DURATION TO 90 
DAYS FROM THE DATE OF PURCHASE CF THS PRODUCT. 


2K Carres shall not be liable for incidental and/or consequential darnages for the breach of any 
express or irrplied warranty including damage to property and, to the extent perrritted by law, 
damage for personal injury, even if 2K Games has been advised of the possibility of such darreges. 
Sorre states do nct allow the exclusion or limitation of any incidental or consequential darreges 
or lirritations on how long an implied warranty lasts, so the above lirritations or exclusions may 
not apply to you. This warranty shall not be applicable to the extent that any provision of this 
warranty is prohibited by any federal, state, or municipal law, which cannot be pre-empted. This 
warranty gives you specific legal rights and may also have other rights, which may vary fromstate 
to state. 


You may nct reproduce, prepare derivative work based on, distribute copies of, offer for sale, sell, 
transfer ownership of, rent, lease, or lend to others the Programor accorrpanying docurrentation, or 
any portion ar corrponert of the Program or accorrpanying documentation; provided, however, that 
you may transfer the entire Program and accorrpanying documentation on a permanent basis as 
long as you retain no copies (induding archival or backup copies) of the Program, accompanying 
Gocumentation, or any portion or component of the Programacconpanying documentation, and the 
receipt agrees to the tens of the agreerrert Further. you ney nct rrodify, reverse engineer, 
disasserrble, decompile or translate the Program or accorrpanying docurrerntation, or any portion or 
corrponert of the Program or accompanying documentation, nor nay you make any copies of the 
Program modules for use with other programs. This programis intended for private use only. 


2K GAMES, 575 BROADWAY, NEWYORK, NY 10012 


PRODUCT SUPPORT 


For U.S. Support 


Phone: 1-966-219-9839 


Errail: usecitake2suppat.cam 


For Canadian Support: 


Phone 1-300-638-0217 


Erreal: Canaclacatake2suppat.cam 


Uses Bink Techndogy Copyight © 1997-2005 by RADGane Tods, Inc. 
Uses Miles Sound System Copyight © 1991-2005 by RAD Gne Tods, Inc. 

















